GRAND

This is really three games in one, the
players having the option in any
deal of playing whist, euchre or
hearts. Consequently a player must
know all three games.

1             A time limit or a certain number of deals are set. The

e Objtct object is to be the first side to reach game of 100 points
before the expiration of this period or to be the closest to
100 points if neither side has reached game.

j

^             Four play, two against two in partnerships.

t Pliytri

3              A regular 52-card deck is used. The cards rank according
Tit C*rd*   to the game played.

4              Players cut, the two highest playing against two lowest,
Tit Dtal   highest card being dealer.                                          *

Each player receives a hand of 13 cards dealt as in whist.

5              Beginning at dealer's left, each player gets one chance
to make a bid or pass. He mentally decides whether he
wishes to play at whist, euchre or hearts. He makes a
numerical bid but does not name the game. The lowest
bid is 5.

If everyone passes to dealer, he must make a bid of 5.
Highest numerical bidder names the game to be played.

If the play is at whist, the highest bidder must specify
Wmrt   Aether it is to be at straight whist or grand. In straight
whist, the bidder names the trump. Each trick over book
counts 5 points, and a grand slam earns a bonus of 30
points, so that it is worth 65 points altogether. There is
no score for honors,
If bidder names grand as the game to be played, the play
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